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GetBarracksBuilt 
GetOreRefineriesBuilt 
GetToolStoresBuilt 
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GetMiniFigureSelected 
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GetMessageTimer 

accompanying a message will last 
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GetPathsBuilt 
GetBuildPathIconClicked 
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GetTutorialBlockIsGround 
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//How many paths have been built 
//Reset value 
//Has build path icon been clicked 
//Flash build path icon 
//Is there ground at tutorial block x 
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GetDynamiteClicked //Has this icon been clicked 
SetDynamiteClicked //Has my life really become this 
dull? 

AddPoweredCrystals //Why am I writing all of this? 
GetGraniteGrinderSelected //Has the granite grinder been 
selected 
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Sample NERP levels 


// 
//Example of what to use for sample times 

//Set wait times (sample length multiplier, time added after sample, time for no 
sample) 

TRUE ? SetMessageTimerValues 1000 1000 4000 
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Objective :- 
Level ends after 5 minutes 
Solution :- 
TRUE ? SetTimer0O 300 
GetTimerO > 0 ? :Skip 
TRUE ? SetLevelComplete 
Skip 
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Objective :- 
Level ends after 10 power crystals collected and teleporter built 
After 9 crystals collected give the message "Only one more crystal 
to collect" 
Solution :- 
GetCrystalsCollected < 10 ? :Skip 
GetCrystalsCollected = 9 ? SetPrintMessage Only one more crystal to 
collect 
GetBuildingsConstructed TELEPORTER <1 ?:Skip 
TRUE ? SetLevelComplete 
Skip 


